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Rosalia Destarisa Budiani. 2016. Pengantar Tugas Akhir ini berjudul Perancangan 
Buku Ilustrasi sebagai Media Kampanye Pengenalan Permainan Tradisional Jawa 
Tengah. Adapun permasalahan yang dikaji adalah (1) Bagaimana merancang 
konsep buku ilustrasi tentang permainan tradisional Jawa Tengah yang menarik dan 
informatif? (2) Bagaimana merancang media promosi bagi buku ilustrasi tentang 
permainan tradisional Jawa Tengah yang efketif dan efisien. Tujuan perancangan 
ini adalah merancang buku ilustrasi tentang permainan tradisional Jawa Tengah 
yang informatif, mampu membawa pembacanya dapat bernostalgia kembali ke 
masa kecilnya, sekaligus memperkenalkan kembali permainan tradisional yang 
mulai hilang. Media tersebut memuat informasi seputar nama permainan dari 
berbagai daerah, sejarah singkat hingga cara bermainnya. Media tersebut tidak 
hanya harus informatif, namun juga harus memiliki nilai artistik agar menarik target 
marketnya. Diharapkan melalui media buku ilustrasi tersebut mampu menarik 
target market untuk kembali mengenal berbagai macam permainan tradisional Jawa 
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Rosalia Destarisa Budiani1 




Rosalia Destarisa Budiani. 2016. This Final Project Title is Book Illustration Design 
as A Campaign to Introduce Traditional Games in Central Java. The issue examined 
is (1) how to concept the illustration book of traditional games in Central Java to be 
more informative and interesting (2) how to design the media to promote these 
illustration book about traditional games in Central Java effectively and in efficient 
way. The purpose of this observation is to design the illustration book of traditional 
games in Central Java to be more informative, revive the nostalgic moments of it’s 
reader to their childhood memories and also re-introduce local and traditional 
games which nearly extinct nowadays. The media contains about information of the 
name of the game in different places, the insight of  history about the game and 
play-instructions to follow. Not only have to be more informative, but also have a 
artistic value for marketing matters. Hopefully, this illustration book could afford 
the market’s interest to represent the variation of  traditional games in Central Java 
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“Ask and it will be given to you; seek and you will find; knock and the door will 
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